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(54) Gaming machine with animated reel symbols for payoff 



(57) A gaming machine comprising a presentation 
element controlled by a processor in response to a 
wager amount. The presentation element is capable of 
presenting a basic game screen and a start animation 
outcome that activates an animation feature. The an i- 
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matbn feature represents an animation game being 
played and results in an animation outcome. The ani- 
mation outcome provides an animation payoff. The an- 
imation feature covers a portion of the basic game 
screen less than all of the basic game screen. 
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D script ion 

FIELD OF THE INVENTION 

s [0001] The present invention relates generally to gaming machines and, more particularly, to gaming machines with 
animated reel symbols. 

BACKGROUND OF THE INVENTION 

10 [0002] Gaming machines, such as slot machines, video poker machines and the like, have been a cornerstone of 
the gaming industry for several years. Generally, the popularity of such machines with players is dependent on the 
likelihood (or perceived likelihood) of winning money at the machine and the intrinsic entertainment value of the machine 
relative to other available gaming options. Where the available gaming options include a number of competing machines 
and the expectation of winning each machine is roughly the same (or believed to be the same), players are most likely 
to be attracted to the most entertaining and exciting machines. Shrewd operators consequently strive to employ the 
most entertaining and exciting machines available, because such machines attract frequent play resulting in increased 
profitability for the operator. 

[0003] To enhance the entertainment value of a gaming machine, features are added to the game such as an en- 
hanced payoff, a "secondary" or "bonus" game which may be played in conjunction with a "basic" game. The features 
may comprise any type of game : either similar to or completely different from the basic game, which is entered upon 
the occurrence of a selected event or outcome of the basic game. Generally, the features provide a greater expectation 
of winning than the basic game and may also be accompanied with more attractive or unusual video displays and/or 
audio. Because the features offer tremendous advantages in player appeal and excitement relative to other known 
games, and because such games are attractive to both players and operators, there is a continuing need to develop 
gaming machines with new types of features to satisfy the demands of players and operators. The present invention 
is dir cted to satisfying this need. 

SUMMARY OF THE INVENTION 

30 [0004] In accordance with one aspect of the present invention, there is provided a gaming machine comprising a 
presentation element controlled by a processor in response to a wager amount. The presentation element is capable 
of presenting a start animation outcome that activates an animation feature. The animation feature represents an 
animation game being played and results in an animation outcome. The animation outcome provides an animation 
payoff. The animation feature occurs generally at a location on the presentation element where the start animation 
outcome was presented. The animation payoff may be a multiplier applied to the wager amount. Additionally, the an- 
imation payoff may be a credit awarded to a player. 
[0005] In accordance with another aspect of the present invention, there is provided a gaming machine comprising 
a presentation element controlled by a processor in response to a wager amount. The presentation element is capable 
of presenting a basic game screen and a start animation outcome that activates an animation feature. The animation 
feature represents an animation game being played and results in an animation outcome/The animation outcome 
provides an animation payoff. The animation feature covers a portion of the basic game screen less than all of the 
basic game screen. The animation feature may be confined to an area larger than an area of the start animation 
outcome, 

[0006] In another accordance with another aspect of the present invention, there is provided a method of operating 
a gaming machine under the control ol a processor. The method comprises providing a basic game with at least one 
start bonus outcome, placing a wager amount on the game and playing the basic game. The method further provides 
a bonus game in response to the start bonus outcome. The bonus game provides an animation representing a game 
being played and resulting in a bonus game outcome that provides an animation payoff. The animation occurs generally 
at a location where the start bonus outcome was provided. 

[0007] In accordance with yet another aspect of the present invention, there is provided a gaming machine comprising 
a basic game controlled by a processor in response to a wager amount. The basic game has a first display screen and 
at I ast one start bonus outcome that activates a bonus game. The activation of the bonus game causes the processor 
to provide an animation that covers a portion less than all of the first display screen. The animation occurs automatically 
without a triggering input from a player. The animation provides an animation payoff. Th animation payoff may be a 
multiplier appli d to the wager amount. Additionally, th animation payoff may be a credit awarded to the player. 
[0008] Inaccordanc with a further aspect of the pr sent inv ntion, th re is provided a m thod of operating a gaming 
machine under control of a processor. The method comprises providing a basic game having at least one start animation 
outcome, placing a wager amount on the basic game and playing the basic game. The method further includes providing 
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an animation in response to the start animation outcome. The animation occurs at a location of the start animation 
outcome and automatically provides an animation payoff. 

BRIEF DESCRIPTION OF THE DRAWINGS 

5 

[0009] The foregoing and other advantages of the invention will become apparent upon reading the following detailed 
description and upon reference to the drawings in which: 

FIG. 1 is a perspective view of a video gaming machine operable to implement a reel animation feature according 
10 to one embodiment of the present invention; 

FIG. 2 is a block diagram of the video gaming machine of FIG. 1 ; 

FIG. 3 is an illustration of a five-reel, nine-line game which is played on the video display of the video gaming 
machine of FIG. 1 according to one embodiment of the present invention; 
FIG. 4 shows an outcome of the game of FIG. 3 which will trigger a DICE ROLL mode; 
is FIG. 5 shows an example animation of the DICE ROLL mode; 

FIG. 6 shows an example of further animation of the DICE ROLL mode; 

FIG. 7 shows an example of the results of the animation of the DICE ROLL mode; 

FIG. 8 is an illustration of a five-reel, nine-line game which is played on the video display of the video gaming 
machine of FIG. 1 according to another embodiment of the present invention; 
20 FIG. 9 shows an outcome of the game of FIG. 3 which will trigger a BOWLING ROLL mode; 

FIG. 10 shows an example animation of the BOWLING ROLL mode; 
FIG. 11 shows an example of further animation of the BOWLING ROLL mode; 
FIG. 12 shows an example of the results of the animation of the BOWLING ROLL mode; 

FIG. 13 is an illustration of a five-reel, nine-line game which is played on the video display of the video gaming 
25 machine of FIG. 1 according to further embodiment of the present invention; 

FIG. 14 shows an outcome of the game of FIG. 13 which will trigger a MAGNIFYING GLASS mode; 
FIG. 15 shows an example animation of the MAGNIFYING GLASS mode. 

[0010] While the invention is susceptible to various modifications and alternative forms, specific embodiments have 
30 been shown by way of example in the drawings and will be described in detail herein; However, it should be understood 
that the invention is not intended to be limited to the particular forms disclosed. Rather, the inventbn is to cover all 
modifications, equivalents, and alternatives falling within the spirit and scope of the invention as defined by the ap- 
pended claims. 

35 DESCRIPTION OF SPECIFIC EMBODIMENTS 

[0011] Turning now to the drawings and referring initially to FIG. 1, there is depicted a video gaming machine 10 
which may be used to implement a basic game and a reel animation feature according to the present invention. The 
reel animation feature may also be called a first screen bonus game. The gaming machine 1 0 includes a video display 

40 12 that in one embodiment comprises a touch-screen CRT display. Alternatively, the video display 12 may comprise 
a dot matrix, LED, LCD, electroluminescent display or generally any type of video display known in the art. In the 
illustrated embodiment, the video gaming machine 10 comprises a "slant-top" version, in which the video display 12 
is slanted at about a thirty-degree angle toward the player. It will be appreciated, however, that any of several other 
models of gaming machines are within the scope of the present invention including, for example, "upright" versions in 

45 which the video display 12 is oriented vertically relative to the player, or gaming machines which include mechanical, 
rather than video displays. 

[0012] In one embodiment, the gaming machine 10 is operable to play a game entitled MONOPOLY- CHAIRMAN 
OF THE BOARD™ that features a basic game in the form of a slot machine with five simulated spinning reels (see 
FIG. 3) and first screen bonus game or a reel animation feature called a DICE ROLL mode. It will be appreciated, 
so however, that the gaming machine 10 may be implemented with games other than the MONOPOLY- CHAIRMAN OF 
THE BOARD™ game and/or with any of several alternative game themes. Further embodiments of games operable 
on the gaming machine 10 include a PERFECT GAME™ game and WHODUNNIT?™ game that will be described 
below. 

[0013] FIG. 2 is a block diagram of a control syst m suitable for op rating the gaming machine 10. A coin/cr dit 
ss detector 18 signals a CPU 20 when a player has ins rted a number of coins or played a numb r of credits. Th n, th 
CPU 20 operates to execute a basic game program which causes the video display 1 2 to display th basic game which 
includes simulated reels with symbols display d thereon (s e FIG. 3). The basic game commences in response to th 
player activating a switch 22 (e.g., by pulling a lev r or pushing a button). Once the player activates the switch 22, th 
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CPU 20 sets the reels in motion, randomly selects a game outcome and then stops the reels to display symbols cor- 
responding to the pre-select d game outcome. In one embodiment, certain basic game outcomes of the MONOPOLY- 
CHAIRMAN OF THE BOARD™ game cause the CPU 20 to enter a DICE ROLL mode. The DICE ROLL mode will be 
described in detail in relation to FIGS. 4-7. Other outcomes of the MONOPOLY- CHAIRMAN OF THE BOARD™ game 
cause the CPU 20 to enter a separate second screen bonus causing the video display 1 2 to show a bonus game such 
as the bonus game described in Serial No. 09/274,793 entitled " Gaming Machines With Board Game Theme" assigned 
to the present assignee and incorporated herein by reference. Similarly, in one embodiment of the PERFECT GAME™ 
game, certain basic game outcomes cause the CPU 20 to enter a first screen bonus game or animation feature called 
a BOWLING ROLL mode. The BOWLING ROLL mode will be described in detail in relation to FIGS. 8-12. Likewise, 
in one embodiment of the WHODUNNIT?™ game, certain basic game outcomes cause the CPU 20 to enter a first 
screen bonus game or animation feature called MAGNIFYING GLASS mode. The MAGNIFYING GLASS mode will 
be described in detail in relation to FIGS. 13-15. 

[0014] A system memory 24 stores control software, operational instructions and data associated with the gaming 
machine 10. In one embodiment, the memory 24 comprises a separate read-only memory (ROM) and battery-backed 
random-access memory (RAM). However, it will be appreciated that the system memory 24 may be implemented on 
any of several alternative types of memory structures or may be implemented on a single memory structure. A payoff 
mechanism 26 is operable in response to instructions from the CPU 20 to award a payoff of coins or credits to the 
player in response to certain winning outcomes which might occur in the basic game or bonus game. The payoff 
amounts corresponding to certain combinations of symbols in the basic game is predetermined according to a pay 
table stored in system memory 24. The payoff amounts corresponding to certain outcomes of the animation features 
and bonus game are also stored in system memory 24. 

[0015] As shown in FIG. 3, the MONOPOLY- CHAIRMAN OF THE BOARD™ game is implemented on the video 
display 12. The CPU 20 provides a basic game screen comprising five video simulated spinning reels 30, 32, 34, 36 
and 38 (hereinafter 'reels") with nine paylines 40-48. Generally, game play is initiated by inserting a number of coins 
or playing a number of credits, causing the CPU 20 (FIG. 2) to activate a number of paylines corresponding to the 
number of coins or credits played. In one embodiment, the player selects the number of paylines (between one and 
nine) to play by pressing the "Select Lines" key 56 on the video display 12. The player then chooses the number of 
coins or credits to bet on the selected paylines by pressing the "Bet Per Line" key 58. 

[0016] After activation of the paylines, the reels 30, 32, 34, 36 and 38 may be set in motion by touching the "Spin 
Reels" key 60 or, if the player wishes to bet the maximum amount per line, by using the "Max Bet Spin" key 62 on the 
video display 12. Alternatively, other mechanisms such as, for example, a lever or push button may be used to set the 
reels in motion. The CPU 20 uses a random number generator (not shown) to select a game outcome corresponding 
to a particular set of reel "stop positions." The CPU 20 then causes each of the video reels 30, 32, 34, 36 and 38 to 
stop at the appropriate stop position. Video symbols are displayed on the reels 30, 32, 34, 36 and 38 to graphically 
illustrate the reel stop position and indicate whether the stop position of the reels represents a winning game outcome. 
[0017] The various video symbols on reels 30 through 38 in one embodiment of the MONOPOLY- CHAIRMAN OF 
THE BOARD™ game relate to the MONOPOLY board game. The various symbols used in one embodiment of the 
MONOPOLY-CHAIRMAN OF THE BOARD™ game include: "BANK," "HOTEL," "HOUSE," "HAT," "CAR," "DOG," 
"PARKING," "TRAIN," "RING," "BULB," "WATER WORKS," "BOARDWALK" and "DICE." 

[0018] In the embodiment of FIG. 3, three symbols are displayed at three respective display positions (i.e., "upper, 
" "center" and "lower") on each reel 30, 32, 34, 36, 38 thus defining a symbol group of fifteen symbols for each game 
outcome. Specifically, in the illustrated embodiment, reel 30 includes a "CAR" symbol in the upper display position, a 
"BANK" symbol in the center display position and a "TRAIN" symbol in the lower display position. Reel 32 includes a 
"BULB" symbol in the upper display position, a "CAR" symbol in the center display position and a "RING" symbol in 
the lower display position. Reel 34 includes a "DOG" symbol in the upper display position, a "TRAIN" symbol in the 
center display position and a "BULB" symbol in the lower display position. Reel 36 includes a "HOUSE" symbol in the 
upper display position, a "WATER WORKS" symbol in the center display position and a "BOARDWALK" symbol in the 
lower display position. Reel 38 includes a "DICE" symbol in the upper display position, a "HOTEL" symbol in the center 
display position and a "HAT" symbol in the lower display position. 

[0019] In the embodiment of FIG. 3, each of the paylines 40-48 extend through one symbol on each of the five reels 
30, 32, 34, 36 and 38. Payline 40 starts at the upper left symbol (e.g., "CAR") on reel 30, extends through the center 
symbol (e.g., "CAR") on reel 32, the lower symbol (e.g. , "BULB") on reel 34, the center symbol (e.g., "WATER WORKS") 
on reel 36 and terminates at the top symbol (e.g., "DICE") on reel 38. Payline 41 starts at the upper left symbol (e.g., 
"CAR") on reel 30, extends through the upper symbol (e.g., "BULB") on reel 32, the center symbol (e.g., "TRAIN") on 
reel 34, the lower symbol (e.g., "BOARDWALK") on re I 36 and terminat s at the low r symbol (e.g., "HAT") on r el 
38. Payline 42 xtends through the top symbol on each reel (e.g., "CAR" on reel 30, "BULB" on reel 32, "DOG" on reel 
34, "HOUSE" on reel 36 and "DICE" on reel 38.) Payline 43 starts at the center symbol (e.g., "BANK") on reel 30, 
extends through the lower symbol (e.g., "RING") on reel 32, the c nter symbol (e.g., "TRAIN") on reel 34, the top 
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symbol (e.g., "HOUSE") on reel 36 and terminates at the center symbol (e.g., "HOTEL") on reel 38. Payline 44 extends 
through the center symbol on each reel (e.g., "BANK" on reel 30, "CAR" on reel 32, TRAIN" on reel 34, "WATER 
WORKS" on reel 36 and "HOTEL" on reel 38.) Payline 45 starts at the center symbol (e.g., "BANK") on reel 30, extends 
through the upper symbol (e.g., "BULB") on reel 32, the center symbol (e.g., "TRAIN") on reel 34, the lower symbol 

s (e.g., "BOARDWALK") on reel 36 and terminates at the center symbol (e.g., "HOTEL") on reel 38. Payline 46 extends 
through the lower symbol on each reel (e.g., TRAIN" on reel 30, "RING" on reel 32, "BULB" on reel 34, "BOARDWALK" 
on reel 36 and "HAT" on reel 38.) Payline 47 starts at the lower symbol (e.g., "TRAIN") on reel 30, extends through the 
lower symbol (e.g., "RING") on reel 32, the center symbol (e.g., "TRAIN") on reel 34, the upper symbol (e.g., "HOUSE") 
on reel 36 and terminates at the upper symbol (e.g., "DICE") on reel 38. Payline 48 starts at the lower symbol (e.g., 

10 TRAIN") on reel 30, extends through the center symbol (e.g., "CAR") on reel 32, the upper symbol (e.g., "DOG") on 
reel 34, the center symbol (e.g., "WATER WORKS") on reel 36 and terminates at the lower symbol (e.g., "HAT") on 
reel 38. 

[0020] In one embodiment, the CPU 20 checks the symbol groups of the "basic" game outcomes for winning com- 
binations. Certain predefined winning symbol combinations appearing in the symbol group relative to an active payline 

is are winning outcomes. The winning combinations are preferably identified on a pay table that is affixed to the machine 
10 and/or displayed by the video display 12 in response to a command by the player (e.g., by pressing the "Pay Table" 
button 54). The pay table enables the player to view the winning combinations and their associated payoff amounts. 
If the symbol group includes a winning combination, the game credits the player an amount corresponding to the award 
in the pay table for that combination multiplied by the amount of credits bet. The player may collect the amount of 

20 accumulated credits by pressing the "Collect" button 50. 
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MONOPOLY- CHAIRMAN OF THE BOARD™ PAY TABLE 


WIN COMBINATIONS 


PAY 
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Bank 


Bank 


Bank 


Bank 


10000 
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Bank 


Bank 


Bank 
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Bank 


Bank 


Bank 






50 


Bank 


Bank 
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Bank 
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Hotel 


Hotel 


Hotel 


Hotel 


Hotel 


1000 


Hotel 


Hotel 


Hotel 


Hotel 
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Hotel 
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Hotel 
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House 


House 


House 


House 


House 
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House 


House 


House 


House 
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Hat 


Hat 


Hat 


Hat 


1000 
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Hat 


Hat 


Hat 
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Hat 
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Car 
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TABLE 1 - (continued) 



MONOPOLY- CHAIRMAN OF THE BOARD™ PAY TABLE 


WIN COMBINATIONS 


D AV 

KAY 


Dog 


Dog 


Dog 


Dog 


Dog 


AAA 

3O0 


Dog 


Dog 


Dog 


Dog 




Af\ 


Dog 


Dog 


Dog 




















Parking 


Parking 


Parking 


Parking 


Parking 


AAA 

200 


Parking 


Parking 


Parking 


Parking 




A A 

30 


Parking 


Parking 


Parking 
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Train 


Train 


Train 


Train 


Train 


150 


Train 


Train 


Train 


Train 




20 


Train 


Train 


Train 






10 














Ring 


Ring 


Ring 


Ring 


Ring 


100 


Ring 


Ring 


Ring 


Ring 




15 


Ring 


Ring 


Ring 






5 














Bulb 


Bulb 


Bulb 


Bulb 


Bulb 


A AA 

I UU 


Bulb 


Bulb 


Bulb 


Bulb 




15 


Bulb 


Bulb 


Bulb 






5 














Boardwalk 


Boardwalk 


Boardwalk 


Boardwalk 


Boardwalk 


1000 


Boardwalk 


Boardwalk 


Boardwalk 


Boardwalk 




100 


Boardwalk 


Boardwalk 


Boardwalk 
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[0021] Table 1 is a pay table identifying various winning combinations of symbols in the MONOPOLY- CHAIRMAN 
OF THE BOARD™ basic game. The "WIN COMBINATIONS'* portion identifies the various symbol combinations pro- 
viding a payoff when they stop on the designated reels of an active payline. The specific type(s) and number(s) of 
symbol combinations define the various winning combinations. Generally, except for the "BANK" combination, winning 
combinations require that at least three of five corresponding symbols be displayed on an active payline on the des- 
ignated reels. The basic game is a left and right pay, so three BULB symbols on reels 30 through 34 and three BULB 
symbols on reels 34 through 38 are winning combinations. For example, the symbol combinations of five "HOTEL" 
symbols (i.e. on reels 30 through 38), four "HOTEL" symbols (i.e. on reels 30 through 36 or reels 32 through 38) and 
three "HOTEL" symbols (i.e. on reels 30 through 34 or reels 34 through 38) stopping on an active payline provide a 
payoff. As shown in Table 1, the "BANK" symbol has five winning combinations in the MONOPOLY- CHAIRMAN OF 
THE BOARD™ basic game, including: five "BANK" symbols (i.e. on reels 30 through 38), four "BANK" symbols (i.e. 
on reels 30 through 36 or reels 32 through 38), three "BANK" symbols (i.e. on reels 30 through 34 or reels 34 through 
38), two "BANK" symbols (i.e. on reels 30 through 32 or reels 36 through 38), and one "BANK" symbol (i.e. on reel 30 
or reel 38). 

[0022] The "PAY" column of Table 1 identifies the amount of coin(s) or credit(s) awarded as the payoff for the various 
winning combinations in the basic game, per unit wagered. Thus, for example, the "BANK," "BANK" combination will 
pay five coins or credits with one coin played; that same combination will pay twenty-five coins or credits with five coins 
played. 

[0023] In one embodiment, two or three "DICE" symbols appearing in any position on any of the reels triggers the 
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25 



animation feature or first screen bonus game termed the DICE ROLL mode. Unlike the basic game, the DICE E ROLL 
m^e operates in a scatter pay format. An example is shown in FIG. 4 with two "DICE" symbols on reels 34 and 3* 
M shownTn Tawe t two ortria "DICE" symbols do not provide a payoff in the basic game However, a s.gnrtcant 
«wa^ mav be expected from the DICE ROLL mode. It will be appreciated, however, that alternate embod.ments 
s ^ZsZToi ^enX invention might provide a payoff for the combination of two or three "DICE" symbols 
prior to the DICE ROLL mode. . „ n 

r00241 Once the DICE ROLL mode becomes active the CPU 20 provides a dice game. Specifically, the CPU 20 
andomhy selects a dice face value to display for each of the "DICE" symbols^Each of the six sides of the d.ce has an 
equal probability of being the displayed dice face value just like any roll of phys.cal d.ce The CPU 20 then animates 
w the ^CE" symbols to display the chosen dice face values. The animation of the dice roll occurs automatically w-thout 
?^r^CfI«n the player. For example, the CPU 20 causes one of the "DICE" symbols to "roll" on the display 
w2rt symb P o. box on itsVel. As depicted in FIGS. 5 and 6. the D.CE ROLL mode animate s the rol motion of the 
dice at the^enter position of reel 34 within its symbol box 66 before com.ng to a rest in FIG. 7. Although FIGS. 5-7 
depicuhe dice roll animation confined genera.ly within the "D.CE" symbol box 66, in an alternate embodiment, the 
is animation is not confined within the "DICE" symbol boxes. 

[S As depicted in FIG. 7, the "DICE" symbol in the center position on reel 34 has stopped ro hng w.« «r h 
showing as its dice face value. Once the first dice in the center position on reel 34 beg.ns roll.ng the CPU 20 a so 
annates The roll of the other dice within its symbol box in the upper position of reel 38. Although not shown m the 
ZTe I II Second "DICE" animated roll is similar to the first "DICE" ro„ shown in FIGS. 5 and 6 with the d.ce stopping 
to display the preselect dice face value. In another embodiment, three "DICE" symbols ^y appear on the ree,^ Fo 
this thr e dice embodiment, once the second dice begin rolling, the CPU 20 animates a third DICE symbol to roll 
similar to the first and second "DICE" symbols as described above. 

r0026] Once the "DICE" symbols have "rolled" and displayed their dice face values in their symbol boxes, the CPU 
20 provides an award to the player based on the result of the dice games, namely the displayed d.ce face ^va.ues^ In 
one embodiment the product of the displayed die faces is multiplied by the total bet to y.eld the payoff to the player. 
r o ^xampleTtwo "DICE" symbols roll and stop with dice face values of three and six. the product payoff would be 
eighteen coins oTcredits (three times six) for a total bet of one coin played. That same combination w,l. pay ninety 
coins or credos for the total bet of five coins played. Thus, for two dice in the DICE ROLL mode, the payoff w.ll be 
between 2 find th£y-six times the total bet. For three dice in the DICE ROLL mode, the payoff will be between one 

30 6 Tzn ^emLtlvTembodiment, the sum of the displayed die face values may be multiplied by the XoWMJo ' 

vielo the payoff to the player. For example, if two "DICE" symbols roll and stop with d.ce face values of three and s* 
Z payTvSd be nine coins or credits (three plus six) with a total bet of one coin. That same comb.nat.on w.ll pay 
ortSe co£s or credits for a bet of five coins. In a further embodiment, the payoff of the DICE ROLL mode may be ; 
usuhe sum or p^uct of the dice face values. For example, with displayed dice face values of three and s,x, the sum 
payoff would be nine credits or coins and the product payoff would be eighteen credits. milWnliAr 
[S 2 8] in yet another embodiment, the sum or product of the displayed die face values may b f t use „ d R f^„ m "^ 
applied toa basic game winning combination. For example, the basic game winning comb.nat.on of two BANK symbols 
that oavs two coins or credits may appear with the two "DICE" symbols. The basic game payoff may be multiplied by 
e^erTe sTm o product of the displayed dice face values. If the "DICE" symbols roll and stop wrth dice face values 
oThr^ the sum of the die face values, namely nine, may be multiplied by the bas.c payoff of two 

t^Z^p^SZL* coins or credits. In another embodiment, the product of the 

eighteen, may be multiplied by the basic payoff of two for a total payoff of thirty-s.x com or cred to. A«m the CPU 20 
has paid or credited the player with the DICE ROLL mode payoff, the CPU 20 returns to the bas.c game. 
5£F S » * be appreciated that the present invention has generally been described with reference o a part a 
embodiment of the MONOPOLY- CHAIRMAN OF THE BOARD™ game, but the present invention » not limited to the 
^.rembodiments described herein. For example, while the aforementioned game has a basic game , rft. .torn 
oTa slot machine, the present invention may be implemented with virtually any type of game of ^ chance or sM I o 
combination of such games. The basic game may comprise, for example, a video poker or v.deo blackjack 9*™.™" 
variat ons wfthin the scope of the present invention include animation features with different themes drfferent d.splays 
and/or different types of award presentations; basic games with different numbers and types of reels and/or symbols 
differenVpayoff modes and/or pay.ine configurations; and basic game, animation features or bonus games wrth d.ff erent 

[^30]"^ PERFECT GAME™ game is another game with a basic game and a reel animati ™ ~™ 
bonus game that may be implemented on the video gaming machine 10. As shown ,n FIG. 8. the PERFE GAME 
game is implemented on the video display 12. The CPU 20 provides a basic game screen oo-Pns,ng ve video sim- 
ulated spinning reels 130, 132, 134, 136 and 138 (hereinafter "reels") with nine payl.nes 140-148 s.m.lar to Ihe MO- 
NOPOL? CHAPMAN OF THE BOARD™ game described above. Genera.ly, game play is inrtiated by .nsert.ng a 
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number of coins or playing a number of credits, causing the CPU 20 (FIG. 2) to activate a number of paylines corre- 
sponding to the number of coins or credits played. In one embodiment, the player sel cts the number of paylines 
(between one and nine) to play by pressing the "Select Lines" key 1 56 on the video display 1 2. The player then chooses 
the number of coins or credits to bet on the selected paylines by pressing the 'Bet Per Line" key 158. 
[0031] After activation of the paylines, the reels 1 30, 132, 134, 136 and 138 may be set in motion by touching the 
"Spin Reels" key 160 or, if the player wishes to bet the maximum amount per line, by using the "Max Bet Spin" key 
1 62 on the video display 1 2. Alternatively, other mechanisms such as, for example, a lever or push button may be used 
to set the reels in motion. The CPU 20 uses a random number generator (not shown) to select a game outcome 
corresponding to a particular set of reel "stop positions." The CPU 20 then causes each of the video reels 130, 1 32, 
134, 136 and 138 to stop at the appropriate stop position. Video symbols are displayed on the reels 130, 132, 134, 
1 36 and 1 38 to graphically illustrate the reel stop position and indicate whether the stop position of the reels represents 
a winning game outcome. 

[0032] The various video symbols on reels 130 through 138 in one embodiment of the PERFECT GAME™ game 
r late to a bowling game. The various symbols used in one embodiment of the BOWL™ game include- "LOGO " " Wl LD 
« TURKEY," "BOWLING TROPHY" "STRIKE SYMBOL," "BOWLING SHIRT," "BOWLING BAG," "BOWLING SHOES ■ 
"PLAIN PIN," "WAVE PIN," "STAR PIN," "STAR BALL" "WAVE BALL," "LADY," "WIMPY GUY," and "BRUISER." 
[0033] In the embodiment of FIG. 8, three symbols are displayed at three respective display positions (i.e., "upper, 
""center" and "lower") on each reel 130, 132, 134, 136, 138 thus defining a symbol group of fifteen symbols for each 
game outcome. Specifically, in the illustrated embodiment, reel 130 includes a "WAVE PIN" symbol in the upper display 
position, a "LADY" symbol in the center display position and a "WAVE PIN" symbol in the lower display position. Reel 
1 32 includes a "WIMPY GUY" symbol in the upper display position, a "STAR PIN" symbol in the center display position 
and a "STAR BALL" symbol in the lower display position. Reel 1 34 includes a "WAVE BALL" symbol in the upper display 
position, a "PLAIN PIN" symbol in the center display position and a "WIMPY GUY" symbol in the lower display position. 
Re I 136 includes a "STAR PIN" symbol in the upper display position, a "BRUISER" symbol in the center display 
position and a "PLAIN PIN" symbol in the lower display position. Reel 138 includes an "WAVE BALL" symbol in the 
upper display position, a "STAR BALL" symbol in the center display position and a "WAVE PIN" symbol in the lower 
display position. 

[0034] In the embodiment of FIG. 8, each of the paylines 140-148 extends through one symbol on each of the five 
re Is 130, 132, 134, 136 and 138. Payline 140 starts at the upper left symbol (e.g., "WAVE PIN") on reel 130, extends 
through the center symbol (e.g., "STAR PIN") on reel 132, the lower symbol (e.g., "WIMPY GUY") on reel 134, the 
center symbol (e.g. , "BRUISER") on reel 1 36 and terminates at the top symbol (e.g., "WAVE BALL") on reel 1 38. Payline 
141 starts at the upper left symbol (e.g., "WAVE PIN") on reel 130, extends through the upper symbol (e.g., "WIMPY 
GUY") on reel 132, the center symbol (e.g., "PLAIN PIN') on reel 134, the lower symbol (e.g., "PLAIN PIN") on reel 
136 and terminates at the lower symbol (e.g., "WAVE PIN") on reel 138. Payline 142 extends through the top symbol 
on each reel (e.g., "WAVE PIN" on reel 130, "WIMPY GUY" on reel 132, "WAVE BALL" on reel 134, "STAR PIN" on 
reel 1 36 and "WAVE BALL" on reel 1 38.) Payline 143 starts at the center symbol (e.g., "LADY") on reel 1 30, extends 
through the lower symbol (e.g., "STAR BALL") on reel 1 32, the center symbol (e.g., "PLAIN PIN") on reel 134, the top 
symbol (e.g., "STAR PIN") on reel 136 and terminates at the center symbol (e.g., "STAR BALL") on reel 138. Payline 
144 extends through the center symbol on each reel (e.g., "LADY" on reel 130, "STAR PIN" on reel 132. "PLAIN PIN" 
40 on reel 134, "BRUISER" on reel 136 and "STAR BALL" on reel 138.) Payline 145 starts at the center symbol (e.g., 
"LADY") on reel 130, extends through the upper symbol (e.g., "WIMPY GUY") on reel132, the center symbol (e.g.! 
"WAVE PIN") on reel 1 34, the lower symbol (e.g., "PLAIN PIN" on reel 1 36 and terminates at the center symbol (e.g.! 
"STAR BALL") on reel 138. Payline 146 extends through the lower symbol on each reel (e.g., "WAVE PIN" on reel 130, 
"STAR BALL" on reel 1 32, "WIMPY GUY" on reel 1 34, "PLAIN PIN" on reel 1 36 and WAVE "PIN" on reel 1 38.) Payline 
*s 1 47 starts at the lower symbol (e.g., "WAVE PIN") on reel 1 30, extends through the lower symbol (e.g., "STAR BALL") 
on reel 132, the center symbol (e.g., "PLAIN PIN") on reel 134, the upper symbol (e.g., "STAR PIN") on reel 136 and 
terminates at the upper symbol (e.g., "WAVE BALL") on reel 138. Payline 148 starts at the lower symbol (e.g., "WAVE 
PIN") on reel 130, extends through the center symbol (e.g., "STAR PIN") on reel 132, the upper symbol (e.g.! "WAVE 
BALL") on reel 1 34, the center symbol (e.g., "BRUISER") on reel 1 36 and terminates at the lower symbol (e g ' "WAVE 
so PIN") on reel 138. 

[0035] In one embodiment, the CPU 20 checks the symbol groups of the "basic" game outcomes for winning com- 
binations. Certain predefined winning symbol combinations appearing in the symbol group relative to an active payline 
are winning outcomes. The winning combinations are preferably identified on a pay table that is affixed to the machine 
10 and/or displayed by the video display 12 in response to a command by the player (e.g., by pressing the "Pay Table" 
ss button 154). Th pay table for the PERFECT GAME™ gam may be similar to Table 1 above with varying payoff 
amounts for various winning combinations. The pay tabl enables th play r to view th winning combinations and 
their associated payoff amounts. If the symbol group includes a winning combination, the gam credits the player an 
amount corresponding to the award in the pay table for that combination multiplied by the amount of credits bet. Th 



20 



25 



30 



35 



KXID: <EP 1083531A1_I_> 



8 



EP 1 083 531 A1 

player may collect the amount of accumulated credits by pressing the "Collect" button 150. The specific type(s) and 
number(s) of symbol combinations define the various winning combinations. Generally, winning combinations require 
that at least three of five corresponding symbols be displayed on the active payline on the designated reels. 
[0036] In one embodiment, a "BRUISER/ 1 a "LADY" or a "WIMPY GUY" symbol positioned anywhere on each of 

5 the reels 130, 134 and 138 triggers the first screen bonus game or animation feature termed the BOWLING ROLL 
mode. The BOWLING ROLL mode provides an animation of a bowling game. An example of the BOWLING ROLL 
mode trigger is shown in FIG. 9 with the "WIMPY GUY" symbols on reels 130, 134 and 38. The "BRUISER," "LADY," 
or "WIMPY GUY" symbols do not provide a payoff in the basic game. However, a significant award may be expected 
in the BOWLING ROLL mode. It will be appreciated, however, the alternative embodiments within the scope of the 

10 present invention might provide a payoff for the combination of the "BRUISER," "LADY," or "WIMPY GUY" symbols 
prior to the BOWLI NG ROLL mode. 

[0037] Once the BOWLING ROLL mode becomes active, the CPU 20 will execute a bowling game presentation. 
Briefly, the CPU 20 will present the animation of a frame of the bowling game. First, the CPU 20 randomly choose a 
number of pins that will be knocked down by each bowling roll of the frame. The CPU 20 also displays a window (not 

is shown) illustrating a bowling lane with three arrows indicating the left, middle and right side of the lane. The player 
chooses an arrow by pressing the touch screen or an appropriate button (not shown) to indicate how the bowler should 
approach the bowling lane before releasing the bowling ball. The CPU 20 then illustrates the character that triggered 
the BOWLING ROLL mode, for this example the "WIMPY GUY," as the bowler making the chosen approach to roll the 
bowling bail at a set of bowling pins. 

20 [0038] The CPU 20 then animates a close up of the pins and the bowling ball rolling toward the pins as illustrated in 
FIGS. 10 and 11 . As depicted in FIGS. 10, the BOWLING ROLL mode animates the motion of the bowling ball and the 
pins at the center position of reel 134 within a box 166 before illustrating the ball knocking down preselected pins in 
FIG. 11. As illustrated in FIGS. 10 and 11 , the animation occurs within the box 166 that is larger than the center position 
of reel 134 but smaller than the entire display 12. Thus, the bowling roll animation covers a portion of the basic game ^ 

25 screen less than the entire basic game screen on the display 12. In the illustrated embodiment, the box 166 covers , 
half of each of the adjacent reel symbols resulting in the box 166 having a larger area than the area of the central 
position of the reel 134. 

[0039] For the illustrated example, the bowling animation in the box 166 results in a strike by knocking down all of 
the pins Once the pins have fallen, the CPU 20 places the score from the bowling roll in the score card 168. For this 

30 xample with the strike, the CPU 20 has placed a "X n in the seventh frame of the score card 16 in FIG. 12. The score t 
card 168 is a typical bowling game score card that maintains the game score and indicates how many rolls are left. J 
Similar to the typical bowling game, the player will get two rolls in the first frame and after an open frame. The player ' 
will also get one roll after a strike or a spare. So for the example after the strike is rolled, the CPU 20 will randomly , 
select the number of pins to knock down, animate the bowling roll and score the second roll similar to the first roll. tl / 

35 [0040] When the BOWLING ROLL mode does not provide a strike, the CPU 20 animates a second roll. For example, 
if on the first roll seven pins are knocked down, the CPU 20 will place a seven in the score card 168 similar to that 
displayed for the first frame. Next, the CPU 20 animates a second roll similar to the first roll with the motion of the 
bowling ball and pins except that only the pins that are standing after the first roll are displayed within the box 166. The 
CPU 20 animates the preselected pins being knocked over by the bowling ball and records the resulting score on the 

40 score card 168, such as two as shown in the first frame of the score card. 

[0041] Once the bowling rolls have been executed, the CPU 20 provides an award to the player based on the total 
number of pins knocked down. In one embodiment, the product of the total number of pins knocked down and the total 
bet yields the payoff to the player. For example, if nine pins are knocked down, the payoff would be nine coins or credits 
for a total bet of one coin played and forty-five coins or credits for a total bet of five coins played. Thus, for the bowling 

45 game in the BOWLING ROLL mode, the payoff wilt be between zero and twenty times the total bet. 

[0042] In an alternative embodiment, the product of the pins knocked down on each throw may be multiplied by the 
total bet to yield the payoff to the player. For example, if seven pins were knocked down on the first roll and two pins 
on the second roll, the product payoff would be fourteen coins or credits with a total bet of one coin. That same com- 
bination will pay seventy coins or credits for a bet of five coins. In a further embodiment, the payoff of BOWLING ROLL 

50 mode may be just the sum or product of the pins knocked down on each roll. For example, with seven and two com- 
bination of pins knocked down, the sum payoff would be nine credits or coins and the product payoff would be fourteen 
credits. 

[0043] In yet another embodiment, the sum or product of the pins knocked down may be used as a multiplier applied 
to a basic game winning combination. For xample, a basic game winning combination that pays ten coins or credits 
55 may be multiplied by ither the sum or product of the pins knock d down. For example, in the seven and two combi- 
nation, the sum of th nine may be multiplied by the basic payoff of t n to yield a total payoff of ninety coins or credits. 
In another embodiment, the product of the seven and two combination, namely fourteen, may be multiplied by the basic 
payoff of ten to yield a total payoff of one hundred forty coins or credits. 
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[0044] After the CPU 20 provides the BOWLING ROLL mode payoff to the player, the basic game resumes. In one 
embodiment, if the player completes a complete bowling game of all ten frames on the score card 168, the CPU 20 
will illustrate a champion bowler on the display and notify the player whether the player beat the champion's score for 
the completed bowling game. If the player's score is higher than the champion's score, the CPU 20 provides a payoff 

5 of the difference between the player's score and the champion's score multiplied by the total line bet. 

[0045] It will be appreciated that the present invention has generally been described with reference to a particular 
embodiment of the PERFECT GAME™ game, but the present invention is not limited to the particular embodiments 
described herein. For example, while the aforementioned game has a basic game in the form of a slot machine, the 
present invention may be implemented with virtually any type of game of chance or skill or combination of such games. 

to The basic game may comprise, for example, a video poker or video blackjack game. Other variations within the scope 
of the present invention include animation features with different themes, different displays and/or different types of 
award presentations; basic games with different numbers and types of reels and/or symbols, different payoff modes 
and/or payline configurations; and basic games, animation features or bonus games with different coin awards. 

is WHO DUNNIT?™ 

[0046] The WHO DUNNIT?™ game is another game with a basic game and a reel animation feature that may be 
implemented on the video gaming machine 10. As shown in FIG. 13, the WHO DUNNIT?™ game is implemented on 
the video display 12. The CPU 20 provides a basic game screen comprising five video simulated spinning reels 230, 

20 232, 234, 236 and 238 (hereinafter "reels") with nine paylines 240-248 similar to the MONOPOLY- CHAIRMAN OF 
THE BOARD™ game described above. Generally, game play is initiated by inserting a number of coins or playing a 
number of credits, causing the CPU 20 (FIG. 2) to activate a number of paylines corresponding to the number of coins 
or credits played. In one embodiment, the player selects the number of paylines (between one and nine) to play by 
pressing the "Select Lines" key 256 on the video display 12. The player then chooses the number of coins or credits 

25 to bet on the selected paylines by pressing the 'Bet Per Lino" key 258. 

[0047] After activation of the paylines, the reels 230, 232, 234, 236 and 238 may be set in motion- by touching the 
"Spin Reels" key 260 or, if the player wishes to bet the maximum amount per line, by using the "Max Bet Spin" key 
262 on the video display 1 2. Alternatively, other mechanisms such as, for example, a lever or push button may be used 
to set the reels in motion. The CPU 20 uses a random number generator (not shown) to select a game outcome 

30 corr sponding to a particular set of reel "stop positions." The CPU 20 then causes each of the video reels 230, 232, 
234, 236 and 238 to stop at the appropriate stop position. Video symbols are displayed on the reels 230, 232, 234, 
236 and 238 to graphically illustrate the reel stop position and indicate whether the stop position of the reels represents 
a winning game outcome. 

[0048] The various video symbols on reels 230 through 238 in one embodiment of the WHO DUNNIT?™ game 
35 relates to a mystery theme. The various symbols used in one embodiment of the WHO DUNNIT?™ game include: 
"LOGO," "DETECTIVE," "CAR," "BADGE," "CHERRY," "SIDEKICK," "MELON," "PLUM," "ORANGE," "STRAWBERRY, 
" and "MAGNIFYING GLASS." 

[0049] In the embodiment of FIG. 1 3 : three symbols are displayed at three respective display positions (i.e., "upper, 
■ "center" and "lower") on each reel 230, 232, 234, 236, 238 thus defining a symbol group of fifteen symbols for each 
40 game outcome. Specifically, in the illustrated embodiment, reel 230 includes a "MELON" symbol in the upper display 
position, a "PLUM" symbol in the center display position and a "DETECTIVE" symbol in the lower display position. 
Reel 232 includes a "MELON" symbol in the upper display position, a "PLUM" symbol in the center display position 
and a "DETECTIVE" symbol in the lower display position. Reel 234 includes a "CHERRY" symbol in the upper display 
position, a "MAGNIFYING GLASS" symbol in the center display position and a "STRAWBERRY" symbol in the lower 
display position. Reel 236 includes a "ORANGE" symbol in the upper display position, a "CHERRY" symbol in the 
center display position and a "BADGE" symbol in the lower display position. Reel 238 includes a "CHERRY" symbol 
in the upper display position, a "CAR" symbol in the center display position and a "MELON" symbol in the lower display 
position. 

[0050] In the embodiment of FIG. 1 3, each of the paylines 240-248 extends through one symbol on each of the five 
so r Is 230, 232, 234, 236 and 238. Payline 240 starts at the upper left symbol (e.g., "MELON") on reel 230, extends 
through the center symbol (e.g., "PLUM") on reel 232, the lower symbol (e.g., "STRAWBERRY") on reel 234, the center 
symbol (e.g., "CHERRY") on reel 236 and terminates at the top symbol (e.g., "CHERRY") on reel 238. Payline 241 
starts at the upper left symbol (e.g., "MELON") on reel 230, extends through the upper symbol (e.g., "MELON") on reel 
232, the center symbol (e.g., "MAGNIFYING GLASS") on reel 234, the lower symbol (e.g., "BADGE") on reel 236 and 
55 t rminates at the lower symbol (e.g., "MELON") on r el 238. Payline 242 ext nds through the top symbol on each r I 
(e.g., "MELON" on re I 230, "MELON" on reel 232, "CHERRY" on re I 234, "ORANGE" on reel 236 and "CHERRY" 
on reel 238.) Payline 243 starts at the center symbol (e.g., "PLUM") on reel 230, ext nds through the lower symbol (e. 
g.. "DETECTIVE") on reel 232, the center symbol (e.g., "MAGNIFYING GLASS") on reel 234, the top symbol (e.g., 
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°orange") ^^XT^^ S™ SSSESS 

™:SS?onS Pay.ine 245 starts at the center symbol (j* -PUIMJ ^£23* 

S|^S^^^u£■S;■. rowefsymbo. on each ree, (e.g., "DETECTIVE" on reel 230, "DETECTIVE" on ree. 
232 •iTRtwBERRY' 'on reel 234, "BADGE" on ree. 236 and "MELON" on reel 238.) Pay.ine 247 starts at the lower 
kTT^ .nETCCTWE"! on reel 230 extends through the lower symbol (e.g., "DETECTIVE ) on reel 132, the 
oTters mbo. ^^WM^a* -1 23 4 9 the upper symbo. (e.g., "ORANGE") on reel 2SS ^errni- 
;X uppefsymbo. (e.g., "CHERRY") on ree. 238. Pay.ine 248 starts at the lower symbol e.g. , DETECTIVE ) 
on reeiJS extends through the center symbol (e.g., "PLUM") on reel 232, the upper symbol (•■». CHERRY , on 
°eel 234 fth. center symbol (e.g., "CHERRY") on reel 236 and terminates at the lower symbo. (e.g., "MELON ) on reel 

SLl I n one embodiment the CPU 20 checks the symbol groups of the "basic" game outcomes for winning corn- 
Ens Certain^redeled winning symbol combinations appearing in the symbol group relative to an act™ payhne 
are S ^ZsftLnn^ combines are pre.erabfy identified on a pay tab.e that is affixed to t e mach.ne 
10 a^ior ^played by the video display 1 2 in response to a command by the player (e.g. , by press.ng the Pay Table 
0^25 ^^ Cpay table enables the player to view the winning combinations and their assoc.ated payoff amount. 
^ thTsymbo. group inc.udes a winning combination, the game credits the player an amount 

!n me pay table for that combination multiplied by the amount of credits bet. The player may col.ect the amount of 
accumulated credits by pressing the "Collect" button 250. 
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TABLE 2 - (continued) 
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[0052] Table 2 is a pay table identifying various winning combinations of symbols in the WHO DUNNIT™ basic game. 
The "WIN COMBINATIONS" portion identifies the various symbol combinations providing a payoff when they stop on 
the designated reels of an active payline in the first payoff mode. The specific type(s) and number(s)pf symbol com- 
binations define the various winning combinations. Generally, except for the "LOGO" combination, winning combina- 
tions require that at least three of five corresponding symbols be displayed on the active payline on the designated 
re Is. The basic game is a left and right pay, so three "MELON" symbols on reels 230 through 234 or on reels 234 
through 238 are winning combinations. For example, the symbol combinations of five "CAR" symbols (i.e. on reels 230 
through 238), four "CAR" symbols (i.e. on reels 230 through 236 or reels 232 through 238) and three "CAR" symbols 
(i.e. on reels 230 through 234 or reels 234 through 238) stopping on the payline provide a payoff. As shown in Table 
2, the "LOGO" symbol has four winning combinations in the WHO DUNNIT?™ basic game, including: five "LOGO" 
symbols (i.e. on reels 230 through 238), four "LOGO" symbols (i.e. on reels 230 through 236 or reels 232 through 238), 
three "LOGO" symbols (i.e. on reels 230 through 234 or reels 234 through 238), and two "LOGO" symbols (i.e. on reels 
230 through 232 or reels 236 through 238). 

[0053] The "PAY" column of Table 2 identifies the amount of coin(s) or credit(s) awarded as the payoff for the various 
winning combinations in the basic game, per unit wagered. Thus, for example, the "LOGO," "LOGO" combination will 
pay fifteen coins or credits with one coin played; that same combination will pay seventy-five coins or credits with five 
coins played. 

[0054] In one embodiment, a "MAGNIFYING GLASS" symbol positioned on reel 234 acts as a wild for the fruit 
symbols: "CHERRY," "MELON," "PLUM," "ORANGE," "STRAWBERRY" For example in FIG. 14 on payline 244, the 
combination of two "PLUM" symbols and the "MAGNIFYING GLASS" symbol on reels 230 through 234 is a winning 
combination equivalent to three "PLUM" symbols providing a basic game payoff of 20 coins or credits for one coin 
played. 

[0055] In one embodiment, in addition to acting as a wild for the fruit symbols, the "MAGNIFYING GLASS" symbol 
provides an animation feature or first screen bonus game called the MAGNIFYING GLASS mode. The CPU 20 randomly 
preselects a number for the outcome of animation feature. The CPU 20 then illustrates the animatbn feature by re- 
vealing the preselected number behind the "MAGNIFYING GLASS" symbol. The animation feature proceeds automat- 
ically without a triggering input from the player. FIGS. 14 and 15 depicts the animation. FIG. 14 illustrates the "MAG- 
NIFYING GLASS" symbol at the center position of reel 234. The "MAGNIFYING GLASS" symbol slowly disappears to 
reveal the number five at the center position of reel 234 in a symbol box 266 as illustrated in FIG. 15. 
[0056] Once the "MAGNIFYING GLASS" symbol reveals the number, the CPU provides an award to the player based 
on the revealed number. In one embodiment, the award is the revealed number applied as a multiplier to the basic 
game payoff. For the illustrated example of FIGS. 14 and 15, the basic game winning combination is three "PLUM" 
symbols that pays twenty credits or coins for one coin played. The multiplier of five is then multiplied by th basic game 
payoff, so the r suiting payoff for the animation feature is one hundred credits or coins ( .g. ( five times twenty) for one 
coin played. 

[0057] In an alt rnativ embodiment, the number rev aled under the "MAGNIFYING GLASS" symbol may be pro- 
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vided to the player as a credit. For example, if the "MAGNIFYING GLASS" symbol revealed the number five, the CPU 
20 awards the player five coins or credits for one coin played or twenty five coins or credits for five coins played. 
[0058] In another embodiment the "MAGNIFYING GLASS" animation may reveal a number indicating an award of 
free spins. For example, the "MAGNIFYING GLASS" animation may reveal a five. In this embodiment, the five would 
indicate five free reel spins in the basic game. After the five is revealed, the CPU 20 returns to the basic game and 
allows the player to spin the reels five times before requiring a new deposit of coins or credits. 
[0059] In a further embodiment, the "MAGNIFYING GLASS" animation may reveal a special picture that triggers a 
second screen bonus game. For example, the "MAGNIFYING GLASS" symbol may reveal a criminal character that 
would trigger the CPU 20 to display a second screen bonus game. The second screen bonus game would replace the 
reels and symbols on the display with a new illustration. The new illustration on the display would provide the player 
with a payoff. 

[0060] It will be appreciated that the present invention has generally been described with reference to a particular 
embodiment of the WHO DUN NIT?™ game, but the present invention is not limited to the particular embodiments 
described herein. For example, while the aforementioned game has a basic game in the form of a slot machine, the 
present invention may be implemented with virtually any type of game of chance or skill or combination of such games 
having outcomes (e.g., "start bonus" outcomes) which may trigger play of an animation feature or other bonus game. 
The basic game may comprise, for example, a video poker or video blackjack game. Other variations within the scope 
of the present invention include bonus games with different themes, different displays and/or different types of award 
presentations; basic games with different numbers and types of reels and/or symbol-s, different payoff modes and/or 
payline configurations, and basic or bonus games with different coin awards. 

[0061] While the present invention has been described with reference to one or more particular embodiments, those 
skilled in the art will recognize that many changes may be made thereto without departing from the spirit and scope of 
the present invention. Each of these embodiments and obvious variations thereof is contemplated as falling within the 
spirit and scope of the claimed invention, which is set forth in the following claims. 

Claims 

1 . A gaming machine, comprising: 

a presentation element controlled by a processor in response to a wager amount, said presentation element 
capable of presenting a start bonus outcome; and 

an animation feature activated by said start bonus outcome, said animation feature representing an animation 
game being played and resulting in an animation outcome, said animation outcome providing an animation 
payoff, said animation feature being confined generally to a location on said presentation element where said 
start animation outcome was presented. 

2. The gaming machine of claim 1 wherein said presentation element presents a spinning reel display showing a 
plurality of symbols on a plurality of reel locations on each of a plurality of rotatable reels. 

3. The gaming machine of claim 2 wherein said start bonus outcome includes predetermined combinations of start 
animation symbols on said reel locations. 

4. The gaming machine of claim 3 wherein said animation feature occurs at least one of said start animation symbol 
reel locations. 

5. The gaming machine of claim 1 wherein said animation payoff is a multiplier applied to said wager amount. 

6. The gaming machine of claim 1 wherein said animation payoff is a credit. 

7. The gaming machine of claim 1 wherein said presentation element also presents a basic game winning outcome 
to provide a basic game payoff, said animation payoff is a multiplier applied to said basic game payoff. 

8. The gaming machine of claim 1 wherein said animation game is a die roll. 

9. The gaming machine of claim 8 wherein presentation element presents a spinning reel display showing a plurality 
of symbols on each of a plurality of rotatable reels, said start animation outcome being a dice symbol, said animation 
feature rolling said dice symbol generally within said location on said reel. 
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10. The gaming machine of claim 9 wherein said animation outcome is a dice face value of said dice symbol. 

11 ' amount™ 9 °' ^ 10 an '' mati ° n Pay0ff * S8id diCe face value multi P |ied ^ said wager 

12. The gaming machine of claim 8 wherein presentation element presents a spinning reel display showing a plurality 
of symbols on each of a plurality of rotatab.e reels, said start animation outcome being at tea* uTSc symbo s 
on sa,d reels, sa.d animation feature rolling each of said dice symbols within their respective SoTs on sXet 

13. The gaming machine of claim 12 wherein said game outcome is a dice face value of each of said dice symbols. 
14 ' JaTd wager'amounr * * "* ^ '* * Pr0dUCt ° f Said die face va,ues ™'«P lied «V 

1S " wag e 9 rTmo 9 um aChine * ^ animati ° n Pay ° ff iS 3 SUm ° f Said die ,ace value * ™WM by said 

16. The gaming machine of claim 1 3 wherein said presentation element also presents a basic game winning outcome 
ba S Tgame%: y S o C ff 9ame ^ anima,i ° n ™" ^ 3 preduet * S3id dice ,ace ^ manned by Sd 

1 7. The gaming machine of claim 1 3 wherein said presentation element also presents a basic game winning outcome 
game^ff ^ ^ * M ° n ^ ^ 8 SUm ° f Said dice face ^ multiplied by said STic 

18. The game machine of claim 1 wherein said animation game is a bowling game. 

1 9. The gaming machine of claim 1 8 wherein presentation element presents a spinning reel display showing a plurality 

symbol.™ each ofaplura.ity of rotatab.e reels, said start animation outcome beinga predetermined combing 
^ ,6a,Ure depiC ^ 3 ba " and * P'-'ity of bowling pins g JS^SKS 

20 ' by h L 9 idto n wl^ba;. e ^ C ' aim 1 9 """"" S3id anima1i ° n ° U,COme iS 3 nUmbSf ° f Said P" 18 knocked 

21. The gaming machine of claim 19 wherein said animation feature illustrates at least two bowling ball rolls. 

22 ' ^JS^!!^!!^ C ' aim 20 Wh9rein animati ° n Pay0ff " nUmb6r °' PinS knOCked d0Wn multi P ,ied 
23. The gaming machine of claim 18 wherein said presentation element also presents a basic game winning outcome 

24 ^^"1^:^™ »^«--*«-» n «. rai « IIW , ltalll , 

25. A gaming machine, comprising: 

a presentation element controlled by a processor in response to a wager amount, said presentation element 
capable of pre.ent.ng a basic game screen and a start bonus outcome within said basL^T^eeaanT 
an an,mat,on feature activated by sad star, bonus outcome, said animation feature represeZg an animatl 
game be,ng played and resuming in an animation outcome, said animation outcome providing an anima on 
payoff, sa,d an.mat.on feature covering a portion of said basic game scr en I ss than a.l of sZ bonTgame 
sere n. 

26. The gaming machin of claim 25 wherein said basic game sere n is a spinning reel display showino a oluralitv of 
symbols on a plurality of reel locations on each of a plurality of rotatable re Is 9 P * 
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27. The gaming machine of claim 26 wherein said start bonus outcome includes predetermined combinations of start 
animation symbols on said reel locations. 

28. The gaming machine of claim 27 wherein said animation feature being confined generally to at least one of said 
start animation symbol reel locations. 

29. The gaming machine of claim 27 wherein said animation feature being confined to an area larger than one of said 
start animation symbol reel locations. 

30. The gaming machine of claim 25 wherein said animation feature being confined to a box centered on said basic 
game screen. 

31. The gaming machine of claim 25 wherein said animation payoff is a multiplier applied to said wager amount. 

32. The gaming machine of claim 25 wherein said animation payoff is a credit. 

33. The gaming machine of claim 25 wherein said animation game is a dice roll. 

34. The gaming machine of claim 25 wherein said animation game is a bowling game. 

35. A method of operating a gaming machine under control of a processor comprising: 

providing a basic game having at least one start bonus outcome; 
placing a wager amount on said basic game; 
playing said basic game; and 

providing an bonus game in response to said start bonus outcome, said bonus game providing an animation rep- 
resenting a game being played resulting in a bonus game outcome providing an animation payoff, said animation 
being confined generally to a location where said start bonus outcome was provided. 

36. The method of claim 35 wherein said basic game includes a spinning reel display showing a plurality of symbols 
on each of a plurality of rotatabie reels. 

37. The method of claim 36 wherein said start bonus outcome includes predetermined combinations of start bonus 
symbols on predetermined locations on said reels. 

38. The method of claim 37 wherein said animation occurs on at least one of said start bonus symbol locations on 
said reels 

39. The method of claim 35 wherein said animation payoff is a multiplier applied to said wager amount. 

40. The method of claim 35 wherein said animation payoff is a credit. 

41. The method of claim 35 wherein said animation is a dice roll. 

42. The method of claim 41 wherein said outcome is a dice face value of said dice symbol. 

43. The method of claim 35 wherein said animation is a bowling game. 

44. The method of claim 43 wherein said game outcome is a number of bowling pins knocked down during said ani- 
mation. 

45. The method of claim 43 further including providing a score card for listing a bowling score for said bowling game. 

46. A gaming machine, comprising: 

a basic game controlled by a processor in response to a wager amount, said basic game having a first display 
screen and at least one start bonus outcome occurring within said first display screen; and 
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a bonus game activated by said start bonus outcome which causes said processor to provide an animation 
covering a portion less than all of said first display screen, said animation occurring automatically in response 
to said start bonus outcome without a triggering input from a player, said animation providing an animation 
payoff. 

5 

47. The gaming machine of claim 46 wherein said first display screen includes a spinning reel display showing a 
plurality of symbols on each of a plurality of rotatable reels. 

48. The gaming machine of claim 47 wherein said start bonus outcome includes predetermined combinations of start 
io animation symbols at predetermined locations on said reels. 

49. The gaming machine of claim 46 wherein said animation being generally confined to least one of said start ani- 
mation symbol locations on said reels. 

is so. The gaming machine of claim 48 wherein said animation being generally confined to an area larger than one of 
said start animation symbol reel locations. 

51. The gaming machine of claim 47 wherein said animation feature being confined to a box centered on said basic 
game screen. 

20 

52. The gaming machine of claim 47 wherein said animation payoff is a multiplier applied to said wager amount. 

53. The gaming machine of claim 47 wherein said animation payoff is a credit. 

2S 54. The gaming machine of claim 47 wherein said basic game has a basic game winning outcome providing a basic 
game payoff, said animation payoff being a multiplier applied to said basic game payoff. 

55. The gaming machine of claim 47 wherein said animation is a magnifying glass revealing a number. 

30 56. The game machine of claim 47 wherein said animation payoff triggers a second screen bonus game that provides 
a second screen payoff. 

57. The gaming machine of claim 47 wherein said animation payoff is said basic game without depositing said wager 
amount. 
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58. A method of operating a gaming machine under control of a processor comprising: 



providing a basic game having at least one start bonus outcome; 
placing a wager amount on said basic game; 
40 playing said basic game; and 

providing an animation in response to said start bonus outcome, said animation being generally confined to a 
location of said start bonus outcome, said animation automatically providing an animation payoff. 

45 59. The method of claim 58 wherein said basic game includes a spinning reel display showing a plurality of symbols 
on each of a plurality of rotatable reels. 

60. The method of claim 59 wherein said start animation outcome includes predetermined combinations of start ani- 
mation symbols at predetermined locations on said reels. 



61. The method of claim 60 wherein said animation occurs on least one of said start animation symbol locations on 
said reels. 

62. The method of claim 58 wherein said animation payoff is a multiplier applied to said wager amount. 

63. Th method of claim 58 wherein said animation payoff is a credit. 

64. The method of claim 58 wherein said animation is a magnifying glass revealing a number. 
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i 

65. The method of claim 58 wherein said basic game has a plurality of basic game winning outcomes providing a basic 
game payoff, said animation payoff being a multiplier applied to said basic game payoff. 

66. The method of claim 64 wherein said start animation symbol acts as a wild for said basic game winning outcomes. 
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